l.introduction 


pressun press 


cartography & conveyance 


Slaying & Spelunking exploration procedures. Dangers & Dungeons module for dungeons and traps. 
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2.1. scale 


Choose or roll for map scale. 


# size mile/box 
1 Small 1 

2 Medium 4 

3 Large 6 

4 Huge 12 


2.2. terrain 


Roll 1d6 for type and 1d8 for size in boxes. 


Community Grassland Wetland 
5 3 ; 5 $ 
Blue White Yellow 
Woodland Farmland Shrubland 
! 4 5 6 % 
Green Brown Red 
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3. conveyance 


Procedures for travel. 


3.1. time 
Sixteen waking hours. Rest eight hours to reduce damage by one. Four four-hour blocks of travel time. 
00:00 1 
01:00 2 1 
: 02:00 3 
PEN 03:00 4 
04:00 1 
05:00 2 2 
06:00 3 
07:00 4 
; 08:00 1 
Morning 09:00 5 : 
10:00 3 
11:00 4 
12:00 1 
13:00 2 4 
Afternoon oe : 
15:00 4 
16:00 1 
17:00 2 5 
18:00 3 
19:00 4 
Evening an : 
21:00 2 6 
22:00 3 
23:00 4 
hour 
00:00 1 7 
00:10 2 8 
00:20 3 9 
00:30 4 10 
00:40 5 11 
00:50 6 12 
minute 
00:01 1 00:06 6 
00:02 2 00:07 7 
00:03 3 00:08 8 
00:04 4 00:09 9 
00:05 5 00:10 10 


4. weather 


Roll 1d20 for weather. Roll 2d10 each day for which box the weather moves. Go to opposite side on edge. 


rolls Both Odd Both Even Mixed Equal 
direction Left Right Down Up 
spring 
20 Flooding 19 | Thunderstorm | 18 Hail 17 Shower 16 | Sunshower 
15 Sleet 14 Snow 13 Drizzle 12 Fog 11 Windy 
10 Cold 9 Nippy 8 Mist 7 Hot 6 Humid 
3 Cloudy 4 Clouds 3 Warm 2 Sunny 1 Clear 
summer 
20 Downpour 19 | Thunderstorm | 18 Flooding 17 Stormy 16 Muddy 
15 Shower 14 Drizzle 13 Muggy 12 Windy 11 Breezy 
10 Rain 9 Cloudy 8 Hot 7 Mist 6 Humid 
3 Clear 4 Warm 3 Sunny 2 Dry 1 Pleasant 
autumn 
20 | Snowstorm | 19 Downpour 18 | Windstorm | 17 Rain 16 Shower 
15 Cold 14 Gusts 13 Humid 12 Fog 11 Hot 
10 Windy 9 Cloudy 8 Mist 7 Drizzle 6 Warm 
5 Chilly 4 Breezy 3 Sunny 2 Pleasant 1 Clear 
winter 
20 Blizzard 19 Hail 18 Icy 17 Snow 16 Snowfall 
15 Snowy 14 Rain 13 Shower 12 Sleet 11 Fog 
10 Drizzle 9 Windy 8 Slush 7 Gusts 6 Wet 
5 Cloudy 4 Cold 3 Frost 2 Clear 1 Chilly 
4.3. speed 
41. discovery 
Roll 2d10 when entering a box, generate discov- terrain miles per hour 
ery on matching numbers if box is empty. Grassland 3 
E Shrubland 3 
1 Rumor Lodging Woodland 2 
2 Encounter Community Wetland 2 
3 Landmark Lair Tamland 1 
4 Ruin Trap : 
Community 1 
5 Trade 10 Dungeon 
4.2. lost 4.3.1. march 


Players set travel distance which determines diffi- 
culty. Travel miles equal to successful conflict 
roll. Become lost on odd-numbered failure. In- 
flict damage upon even-numbered failure. Char- 
acters must rest after marching. 


Conflict to navigate each box when not on a road. 
Use greater difficulty between terrain or weather. 
Move to adjacent box on failure roll under thresh- 
old and opposite box when failure roll is over. 


difficultyweather terrain distance | difficulty | threshold 
Easy 1-5 Community Close Easy 1-5 
Tricky 6-10 Grassland / Shrubland Near Tricky 6-10 
Hard 11-15 | Woodland / Farmland Far Hard 11-15 
Wicked 16-20 Wetland Distant Wicked 16-20 


5. road 


Generate two characters in a dramatic situation. 


name 


character 


drama 
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character 


1 Traveler 11 Courier 
2 Laborer 12 Soldier 
3 Villager 13 Mercenary 
4 Farmer 14 Minstrel 
5 Shepherd 15 Jester 
6 Vagrant 16 Merchant 
7 Fisherman 17 Refugee 
8 Tinker 18 Priest 
9 Hunter 19 Magician 
10 Bandit 20 Noble 
drama 
1 Gossip 11 Robbery 
2 Cook 12 Restrain 
3 Persuade 13 Kidnap 
4 Violence 14 Deceive 
5 Insult 15 Enslave 
6 Negotiate 16 Panic 
7 Hide 17 Court 
8 Argue 18 Trap 
9 Flee 19 Hostage 
10 Gamble 20 Worship 
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7. encounter 


community 


creature 


goal 


problem 
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8. feature 


4 farmland 
# feature 
1 Lawn 

2 Orchard 
3 Field 

4 Garden 
3 Plantation 
6 Paddock 
7 

8 

9 

10 

11 

12 

5 wetland 
# feature 
1 Stream 
2 Spring 

3 River 

4 Lake 

5 Marsh 

6 Bog 

7 Pond 

8 Swamp 
9 

10 

11 

12 

6 shrubland 
# feature 
1 Snag 

2 Berry 

3 Hedgerow 
4 Herb 

5 

6 

7 

8 

9 
10 
11 
12 


1 community 
# feature 
1 Commons 
2 Market 

3 Garden 
4 Statue 

5 

6 

7 

8 

9 

10 

11 

12 

2 woodland 
# feature 
1 Clearcut 
2 Forest 

3 Woodlot 
4 Fire 

5 Clearing 
6 Fairy Ring 
7 

8 

9 

10 

11 

12 

3 grassland 
# feature 
1 Meadow 
2 Plateau 
3 Pasture 
4 Steppe 

5 Savanna 
6 Prairie 
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10 

11 

12 


9. landmark 


community 
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10. ruin 
Roll dice to add features. 
# type obscurity cover condition denizen 
1 Refuse Cover Vine Crystallized Fungi 
2 Wreck Crevice Ash Crumbling Plant 
3 Structure Sunken Mold Disarray Bug 
4 Remnant Slope Moss Corrosion Animal 
5 Crater Web Moldy Humanoid 
6 Cavern Dust Preserved Undead 
7 Rock Functional Small 
8 Soil Collapsed Giant 
9 Erosion Machine 
10 Defaced Elemental 
11 Monster 
12 Deity 
# refuse sewage mound scraps battlefield wreck 
1 Sewage Oil Grave Paper Skeleton Carriage 
2 Mound Soap Trash Leather Arrowhead Wagon 
3 Scraps Feces Sacrifice Fabric Buckle Raft 
4 Battlefield Wastewater Pyre Metal Spearhead Boat 
5 Brick Wood Handle Machine 
6 Stone Masonry Nail Sled 
#/structure shelter religious stronghold 
1 Shelter Shack Shrine Moat 
2| Stronghold Cabin Altar Wall 
3| Religious Cottage Monastery Tower 
4 Storage Farmhouse Temple Barrack 
5 | Infrastructure Manor Fortress 
6| Community Bunker Castle 
#| storage linfrastructure community 
1 Crypt Well d20 Shelters 
2. Tomb Bridge Religious + d20 Shelters 
3| Storehouse Aqueduct Stronghold + d20 Shelters 
4 Vault Sewer Religious + Stronghold + d20 Shelters 
5 Religious + Stronghold + Infrastructure + d20 Shelters 
6 Religious + Stronghold + Storage + Infrastructure + d20 Shelters 


-13- 


remnant 
# type skeleton item container machine legend 
1 Machine Animal Tool Pouch Clock Ghost 
2 Skeleton Small Toy Trunk Scale Curse 
3 Item Humanoid Apparel Urn Press Trap 
4 Container Giant Paper Barrel Loom Massacre 
5 Monster Weapon Bottle Bellows Forbidden 
6 Diety Armor Box Mill Abandoned 
7 Jar Catapult Owned 
8 Chest Trebucet Unfinshed 
9 Cannon Fire 
10 Crane Deadly 
11 Forlorn 
12 Lost 
13 Blessed 
14 Hidden 
15 Ritual 
16 Ancient 
17 Holy 
18 Treasure 
19 Sacred 
20 Burial 
# toy paper apparel armor tool weapon 
1 Weapon Map Cloak Shield Hoe Spear 
2 Game Scroll Boots Chainmail Pickaxe Sword 
3 House Manual Spectacles Breastplate Axe Javelin 
4 Doll Picture Vest Gauntlets Anvil Dagger 
5 Tool Book Monocle Helmet Plow Battleaxe 
6 Ball Poster Tunic Greaves Horseshoe Whip 
7 Mask Pauldron Wheelbarrow Knife 
8 Socks Buckler Hourglass Lance 
9 Underwear Gambeson Spyglass Pike 
10 Pants Gorget Pole Trident 
11 Shirt Sabatons Periscope Club 
12 Hat Circlet Hook Hammer 
13 Scythe Bow 
14 Tinderbox Sling 
15 Magnet Net 
16 Rope Dart 
17 Mirror Blowgun 
18 Compass Flail 
19 Spurs Mace 
20 Astrolabe Sickle 
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11. establishment 


Die value of supplies sold correlate to establishment level. Establishments may only gain one level per day. 
Roll die or use Sell price for price in coins in non-allied establishments. 


level die buy sell 
1 d4 1 4 
1-25 d6 2 6 
26-50 d8 3 8 
51-75 d10 4 10 
76-99 d12 5 12 
100 d20 6 20 
11.1. trade 
1 Ink 21 Yak 41 Oil 61 Bomb 81 Tea 
2 Map 22 Dove 42 Mirror 62 Herb 82 Plant 
3 Shoe 23 Book 43 Glass 63 Coin 83 Spice 
4 Bow 24 Llama 44 Arrow 64 Shield 84 Hair 
5 Iron 25 Spear 45 Silver 65 Robe 85 Cage 
6 Gold 26 Dress 46 Potion 66 Fish 86 Rope 
7 Gem 27 Prop 47 Art 67 Trinket 87 Net 
8 Boat 28 Armor 48 Mask 68 Theatre 88 Gossip 
9 Toy 29 Hat 49 Key 69 Knife 89 Livestock 
10 Axe 30 Cart 50 Teeth 70 Jerky 90 Carriage 
11 Mule 31 Grain 51 Fabric 71 Donkey 91 Mead 
12 Ale 32 Milk 52 Bone 72 Burlap 92 Glasses 
13 Wool 33 Wood 53 Clock 73 Golem 93 Prophecy 
14 Meat 34 Blood 54 Alpaca 74 Basket 94 Gravestone 
15 Wine 35 Paper 55 Dart 75 Couture 95 Henchmen 
16 Pet 36 Steel 56 Cotton 76 Portrait 96 Hammer 
17 Rug 37 Candy 57 Liquor 77 Pottery 97 Cauldron 
18 Beer 38 Horse 58 Corpse 78 Jewelry 98 Curiosities 
19 Ox 39 Magic 59 Community 79 Wicker 99 Instrument 
20 Tool 40 Sword 60 Drug 80 Pelt 100 Breakfast 


11.2. lodging 
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# name one name two 
1 Busty Festering Sausage Yolk 
2 Bloody Dripping Nut Curd 
3 Flapping Slurping Blowhole Jowls 
4 Dead Oozing Hole Fungus 
5 Drunken Creamy Bone Lard 
6 Flaming Squirting Maggot Crevice 
7 Supple Putrid Seaman Gullet 
8 Moist Suckling Stick Maw 
9 Mangled Bulbous Wiener Pulp 
10 Naughty Engorged Prick Serpent 
11 Sultry Gushing Winky Squelch 
12 Salty Succulent Kitty Smear 
13 Titillated Juicy Tickler Gusset 
14 Greasy Gooey Dinger Scrum 
15 Thirsty Grotesque Beaver Hose 
16 Slimy Sore Gash Bap 
17 Flaccid Crochety Wound Bell 
18 Gurgling Gesticulating Scumbag Cave 
19 Chunky Fetid Pocket Skeet 
20 Queasy Seeping Clam Slag 
type 
1 2 3 4 9 6 
Public House Tavern Alehouse Barroom Inn Roadhouse 
room 
1 2 3 4 5 6 
Taproom Latrine Cellar Well Kitchen Bedroom 
7 8 9 10 11 12 
Storage Basement Stables Pantry Laundry Bathhouse 
# employee visitor visitor goal problem 
1 Cook Urchin Alchemist Food Sick 
2 Potboy Drunk Scribe Booze Wasted 
3 Wench Traveler Ratcatcher Money Injured 
4 Server Farmer Ragpicker Help Poor 
5 Brewer Ruffian Cutpurse Fight Clumsy 
6 Distiller Lawman Peddler Deputy Afraid 
7 Innkeeper Beggar Scholar Information Stalker 
8 Maid Witch Servant Mercenary Stranded 
9 Dishwasher Herder Soldier Quiet Lost 
10 Baker Yokel Priest Bodyguard Victim 


11.3. community 
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Name one 


1 Dove 21 Low 41 Timber 61 Deer 81 Peaceful 
2 Gold 22 White 42 Winter 62 Willow 82 Autumn 
3 High 23 Frost 43 Black 63 Fair 83 Silver 
4 Rich 24 Lone 44 Flower 64 Sword 84 Wild 

5 Iron 25 Thorn 45 Pine 65 Wool 85 Ale 

6 Cold 26 Raven 46 Grim 66 Tar 86 Griffin 
7 Good 27 Bear 47 Fay 67 Fire 87 Marble 
8 Pony 28 Cinder 48 Cherry 68 Violet 88 Grey 
9 Blue 29 Elder 49 Wolf 69 Fern 89 Grand 
10 Bad 30 Rock 50 Peat 70 Mill 90 Crown 
11 Oak 31 Spring 51 Snow 71 Bull 91 Saint 
12 Big 32 Elk 52 Dusk 72 Witch 92 Sleepy 
13 Old 33 Fool 53 Storm 73 Beech 93 Great 
14 Dark 34 Fox 54 Bleak 74 Grass 94 Royal 
15 Ivy 35 Boar 55 Summer 75 Clear 95 Moose 
16 Ice 36 Eagle 56 Dragon 76 Broken 96 Birch 
17 Red 37 Tilly 57 Cotton 77 Wheat 97 Evergreen 
18 Elm 38 Cross 58 Yellow 78 Star 98 Butterfly 
19 Far 39 Green 59 Little 79 Light 99 Crystal 
20 New 40 Cedar 60 Strong 80 Mage 100 Death 

name two 

1 Bay 21 Point 41 Rapids 61 Outpost 81 Foothills 
2 Down 22 Haven 42 Woodland 62 Thicket 82 Mountain 
3 City 23 Hovel 43 Ravine 63 Hollow 83 Falls 

4 Hill 24 Ridge 44 Bridge 64 Edge 84 Battlefield 
5 View 25 Coast 45 Spring 65 Cairn 85 Barrow 
6 Wall 26 Grove 46 Wastes 66 Falls 86 Kenny 
7 Fort 27 Field 47 Rocks 67 Stone 87 Shaw 

8 Dock 28 Hovel 48 Harbor 68 Hope 88 Grin 
9 Road 29 Wetland 49 Shadow 69 Wick 89 Forth 
10 Fen 30 Fjord 50 Mark 70 Frost 90 Keep 
11 Cave 31 River 51 Spire 71 Brook 91 Bourne 
12 Pond 32 Valley 52 Crag 72 Tide 92 Shore 
13 Ruin 33 Woods 53 Watch 73 Helm 93 Heart 
14 Mine 34 Grassland 54 Tower 74 Haunt 94 Pool 
15 Lake 35 Glade 55 Hall 75 Break 95 Glen 
16 Land 36 Stead 56 Home 76 Fall 96 Seed 
17 Ford 37 Marsh 57 Well TI March 97 Town 
18 Pass 38 Wetland 58 Crest 78 Community 98 Village 
19 Tree 39 Grave 59 Lair 79 Stand 99 Thistle 
20 Moor 40 Camp 60 Cove 80 Rest 100 Castle 


11.3.1. establishments 


μις 


# 1 2 3 4 
size small medium large huge 
trades 1d6 1d10 1d20 1d100 
lodging d4 d6 dl0 d20 
11.3.2. government 
1 Anarchy 11 Provisional 
2 Federal 12 Authoritarian 
3 Tribal 13 Colonialism 
4 Imperial 14 Constitutional Monarchy 
5 Republic 15 Philosopher-King 
6 Guild 16 Parliamentary 
7 Theocracy 17 Military Dictatorship 
8 Meritocracy 18 Absolute Monarchy 
9 Oligarchy 19 City-State 
10 Democracy 20 Collective 
11.3.2.1. issue 
1 Tech 21 Trade 41 Morale 61 Peasant 81 Rebellion 
2 Food 22 Labor 42 Housing 62 Slavery 82 Leadership 
3 Tool 23 | Community | 43 Bandit 63 Education 83 Bloodline 
4 Road 24 Death 44 Grudge 64 Clergy 84 Prejudice 
5 Work | 25 Skill 45 Wealth 65 Building 85 Diplomacy 
6 Army | 26 Rival 46 Revenge 66 Predator 86 Sacrifice 
7 Fire 27 Theft 47 Marriage 67 Banker 87 Expansion 
8 Coup 28 Revolt 48 Festival 68 Resistance 88 Infrastructure 
9 Hate 29 Greed 49 | Blackmail | 69 Cannibal 89 Oppression 
10 War 30 Treaty 50 Paranoia 70 Defense 90 Incompetence 
11 Art 31 Injury 51 Bribery 71 Degenerate 91 Corruption 
12 Spy 32 Enemy 52 Traitor 72 Harvest 92 Population 
13 Raid 33 Storm 53 Crime 73 Resource 93 Addiction 
14 Boat 34 Blight 54 Plague 74 Killer 94 Infighting 
15 Ice 35 Moral 55 Secret 75 Prophecy 95 Disaster 
16 Bugs 36 Noble 56 Terror 76 History 96 Religion 
17 Kids 37 Debt 57 Drought 77 Hysteria 97 Colonists 
18 God 38 Law 58 Murder 78 Migrants 98 Neighbor 
19 Old 39 Chaos 59 Danger 79 Tyranny 99 Decadence 
20 Cult 40 Ritual 60 Suspicion 80 Poverty 100 Barbarian 


12. lair 


Roll Encounter and use Dangers & Dungeons to construct a lair. 


13. trap 
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Roll Encounter and use Dangers & Dungeons to construct a trap. 


14. dungeon 


Roll Ruin and use Dangers & Dungeons to construct a dungeon. 


15. story 
Roll tables of inspiration. 
# 1 2 3 4 
plot Drama Item Character Environment 
drama 
20 Catastrophe 19 | Falsehood 18 Havoc 17 Collapse 16 Sabotage 
15 Accident 14 Ruckus 13 Fight 12 Test 11 Theft 
10 Loss 9 Betrayal 8 Trouble 7 Pursuit 6 Stakes 
5 Premonition 4 Rumor 3 Smell 2 Noise 1 Corpse 
item 
20 Treasure 19 Rare 18 Artifact 17 Sacred 16 Liability 
15 Adored 14 Record 13 Device 12 Key 11 Drug 
10 Evidence 9 Fake 8 Omen 7 Threat 6 Sign 
5 Weapon 4 Clue 3 Tool 2 Piece 1 Junk 
character 
20 Antagonist 19 Authority 18 Impostor 17 Fool 16 Outcast 
15 Warrior 14 Scholar 13 Artist 12 Betrayer 11 Romantic 
10 Clown 9 Rebel 8 Messenger 7 Explorer 6 Ally 
5 Caretaker 4 Mentor 3 Commoner 2 Victim 1 Innocent 
environment 
20 Legend 19 Waste 18 Commons 17 | Recreation 16 Fluid 
15 Lodging 14 | Workshop 13 Secret 12 Hoard 11 Cache 
10 Conflict 9 Mess 8 Strange 7 Resource 6 Challenge 
5 Warning 4 Threshold 3 Transition 2 Hazard 1 Empty 
15.1. quest 
# | quest target terrain snag twist reward |deadline 
1 | Destroy | Establishment | Community | Monster | Disappearance Currency Day 
2 | Deliver Creature Woodland Barrier Betrayal Goods Week 
3 | Guard Message Grassland Hazard Disaster Favor Fortnight 
4 Find Person Farmland Person Ambush Information Month 
3 Take Border Wetland Beast Fake Passage Season 
6 Aid Item Shrubland Trap Lie Blessing Year 


16. divine 
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Divine interpretation via incidental number extrapolation creates gods and interprets their will. 


# belief goal 
1 One deity Worship 
2 Two opposed deities Balance 
3 Multiple deities Appeasement 
4 Everything is divine Peace 
# virtue corruption 
1 Honesty Lies 
2 Courage Cowardice 
3 Gratitude Avarice 
4 Unity Violence 
5 Tolerance Judgment 
6 Harmony Conflict 
7 Service Selfishness 
8 Praise Scorn 
9 Kindness Wickedness 
10 Care Idleness 
11 Forgiveness Malice 
12 Faith Doubt 
13 Excellence Mediocrity 
14 Honor Villainy 
15 Hope Trepidation 
16 Fairness Injustice 
17 Moderation Decadence 
18 Creativity Banality 
19 Empathy Apathy 
20 Humility Arrogance 
# element season 
1 Fire Spring 
2 Earth Summer 
3 Air Autumn 
4 Water Winter 
# domain opposition 
1 Life Death 
2 Knowledge Ignorance 
3 Healing War 
4 Luck Misfortune 
5 Truth Trickery 
6 Nature Abomination 
7 Light Darkness 
8 Dreams Nightmares 
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17. notice 


I voluntarily dedicate this work into the Public Domain to encourage new creations. 
Artists may: 


* Use this work without restriction and for any purpose. 


* Create copies to be shared without limit and for any purpose. 


* Create derivative works without restriction, for any purpose, and without credit. 


* Use this notice in your own work. 
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